Introduction
Who are these people? Seriously, who actually sits down after a long day at work and says, I'm not going to watch Lost tonight. I'm going to turn on my computer and make a movie starring my pet iguana? I'm going to mash up 50 Cent's vocals with Queen's instrumentals? I'm going to blog about my state of mind or the state of the nation or the steak-frites at the new bistro down the street? Who has that time and that energy and that passion? (Grossman 2006, html) In 2006, TIME Magazine announced its Person of the Year as 'You', drawing attention to the boom of online user-generated content made available by new online environments such as YouTube, Facebook, Second Life, Wikipedia and MySpace, collectively described as social media for their capacity to share content across multiple platforms. Grossman claims that the collective achievement of social media users is no less than 'the many wresting power from the few ' (ibid, html) . While the principles of these online environments have their roots in 1990s web architecture, with such platforms as eBay and Amazon, the mainstream utilization of social media, as a more accessible form of publishing, derives from the proliferation of blogging platforms, mobile devices and the optical web -when anonymity shifted towards heightened transparency and visibility. The term that is now used to describe these digital environments is Web 2.0, a term coined by Tim O'Reilly in 2005 to denote a shift in how digital media content is generated and syndicated around the web. The concept describes a set of practices, protocols and interactions that have brought about a dramatic shift in how digital publishing and interaction takes place.
Two years later, TIME's Person of the Year for 2008 was U.S. President-Elect Barack
Obama, whose successful Presidential campaign was claimed as being due partly to his use of Web 2.0 environments. The legitimacy of this claim is difficult to verify.
Yet, by the time of his inauguration on 20 January 2009, Barack Obama had over 3 million fans on one single page within Facebook, the membership of which had collectively posted over 500,000 comments in a few months.
i In addition to this, there are countless other Barack Obama Facebook pages with similar numbers, the members of which will have been linked to numerous other platforms where their affiliation is syndicated multiple times, thus exponentially amplifying the impact of his personality.
Speaking in Liverpool in 2008 just after the US election result, life-long civil rights activist Jesse Jackson played down the role of the Internet in the election, explaining that it was won on the back of decades of campaigning for African American civil rights, rather than due to videos on YouTube. Yet, the Internet was an integral part of Obama's campaign discourse and received considerable prominence in the media, which, at least, might reveal something about how politics is re-organized in a Web 2.0 era. In this sense, even in the absence of evidence to clarify the Internet's role in determining the outcome of Obama's campaign, it is apparent that being part of the newly upgraded electronic superhighway was nevertheless an integral part of being newsworthy. Thus, being seen as an early adopter of new online environments offers some degree of cultural capital through which Obama was able to amplify his credibility.
Other it is the home computer terminal which most clearly represents the potential of the new technology to overturn all our existing ideas of work, leisure and the home. The one piece of technology contains the worlds of work, entertainment, shopping, household responsibilities (accounts), and last, but not least, education. The whole world can be at our fingertips (p.192).
They highlight the possible 'decline of work, the terminal family, the information society, and the erosion of the social and geographical boundaries between work, leisure and the home ' (p.192-3) , as processes brought about by computer culture.
They also consider some of the moral and political problems that could arise from computing, not least of which is the consequences of labour saving technology, the rise of a digital management elite, and the transformation of economic conditions.
However, in the 1980s there was little opportunity to foresee some of the major issues Anyone who has written about the Internet is conscious of how fast it changes and how quickly ideas date. Even the terminology one uses to describe certain digital practices can only be tentative since they change so quickly. Over the last twenty years, numerous dimensions of online activity have come and gone and the emerging redundancy or adoption of any platform is one of the most difficult aspects of the Internet to foresee. vi These trajectories are also among the most interesting facets of online history, and they can easily be overlooked. Thus, it is tempting to talk about platforms as static environment, but actually they change constantly. Consider the recently prominent Twitter, which began as a micro-blogging device, but has become also an emailing and real-time search facility. These introductory remarks offer a starting point for discussion about how the Internet has created a wide range of tensions between work and leisure practice. They also convey how a space of popular activity has been created somewhere between the two.
Perhaps the single concept that best describes such activity is citizen media, a term that has emerged to recognize the way in which personal publishing online breeds the information economy and makes manifest the emancipatory potential of Castell's 'network society'. Yet, key questions remain about whether we should treat these practices as leisure activity or otherwise. Moreover, limitations to its popularity exist around the precise conditions that enable participation. Today, we speak more of a digital literacy divide than a digital divide, which implies accessibility differences.
However, one cannot ignore the remaining technological barriers, which shift as the technology evolves. For instance, despite an advanced infrastructure, it was recently shown that broadband users in the United Kingdom have far less band width than they pay for, or would need to use many cutting edge platforms. Additionally, the original concerns about the digital divide remain, where there is much more work needed to bring the internet to most homes. Each of these matters, along with the question of how the Internet has emerged as a dominant media form over this period will be considered in this chapter, which will aim to articulate various periods of Internet development in the context of leisure experiences. Today, these eras may be conveniently characterized as Web 1.0, Web 2.0 and, soon, Web 3.0.
Web 1.0: The Internet as a Blurred Boundary
In what ways do leisure and work activities occur within digital spaces? Is space even an appropriate metaphor through which to describe virtual information networks?
Alternatively, how does our experience of being online compare to, say, watching television, listening to the radio or going to the theatre? These questions were asked when the Internet was first popularized as a publicly accessible environment. In some areas, debates focused on the subject of regulation, where the central question was (and remains) whether the Internet can (or should) be regulated. Perhaps, unlike any media form before it, our early experience of the Internet was as a loosely regulated space. Many of the regulatory devices that exist today emerged partly as a consequence of legal action arising from absences in how content was regulated, as for file sharing platforms or privacy invasions by web-based companies. This is not to say that internet service providers or, indeed, our own use of the Internet was not governed by rules or codes of practice. Rather, it is to draw attention to the fact that a great deal of user experience involved performative acts of freedom despite these rules (Cairncross, 1997; Castells, 1997; Jones, 1997; Turkle, 1995) . For instance, Markham (1998: 35) describes how using a pseudonym online -a precursor to the use of an avatar ix -provided a "sense of freedom in a dislocated place where one can be anyone or anything simply by describing oneself through words and names."
While it is difficult to claim that Web 1.0 was a wholly democratized environment, it was perhaps the most democratized form of publishing available which had a capacity to reach a wide and large audience. It also appeared to make geographical boundaries redundant (Cairncross 1997) . Nevertheless, the technical and financial costs were still significant obstacles to participation and, quickly, it became clear that a 'digital divide' x would emerge, as a defining feature of digital culture. (Miah, 2000) . The internet was, primarily, a mechanism of self expression. The backlash to this was a concern that we had became distracted from more prominent issues, such as the growing digital divide or, indeed, the increasing monopolization of certain platforms over our online experiences. The user community became focused on specific search platforms to find information -AltaVista, Yahoo and finally stuck with Google and very little attention was given to how the Internet operated in different languages, or whether its emergence was to the detriment of linguistic diversity (though everyone did have to learn new programming languages). This third-party application is probably best described as a dating application. It allows users to scan photographs of individuals and select whether they 'like' or 'dislike' them, a judgement based solely on a photograph and brief biography. xv Once chosen, the other individual is notified and must reciprocate the 'like' in order for a 'match' to be created. From there, the couple can exchange messages and perhaps eventually meet. It is clear that the use of this space might be more for flirting than dating, or indeed, as a mechanism for some kind of sexual encounter. In any case, what interests me here is the mechanism of our engagement within such spaces.
During this first
Within AYI, one of the principal advertising encounters occurs when scanning photographs, where every 11 clicks on the mouse -ie. after clicking on 11 different photographs -an advert appears in the same space as the photos.
For a participant of this environment, it is apparent that the muscle memory involved in multiple repetitive clicking creates a high probability that the user will click the advert -which is sometimes also portrayed as a photo -and so the enabling intention of the platform is realized. In addition, other experiences emerge through the application, which work against its being neatly categorized as one type of leisure activity or another. First, it is apparent that some users within Are You Interested are, what might called stooges, i.e. profiles generated by institutions which will take you to a subscription-based dating site. Alternatively, it is clearly populated by individuals who are, in some sense, operating as actors within the adult entertainment industry, though this is also a broader situation within Facebook. xvi A final component of this third-party application is how other applications link to it, generally with the intention of encouraging users to spend money on additional functionality, a common characteristic of Web 2.0 spaces (the basic functions are made available for free, but higher capabilities are licensed). On this basis, the collective intelligence that emerges from our shared online leisure experiences is not that of the user community, but rather is purposed intelligence, intending specifically to generate revenue or create new markets. term, a sub-optimal product and will remain so until miniaturization reaches the nano scale, at which point user needs will align with the technology. In comparison, we already see such alignment occurring in the development of notebooks. Consider hard disk space, for instance. Today, the hard disk space of a notebook, along with screen size, processing power and so on, are able to compete adequately with desktops, which, as a result, is becoming an increasingly redundant technological form.
Other indicators of issues as yet unresolved by Web 2.0 are questions of identity.
Early research into cyberculture discussed its status as the postmodern culture, wherein identity is visibly fragmented. Today, such fragmentation takes various forms, but none so fundamental as the login name and password. Web 2.0 has still not solved the problem of maintaining a permanent identity online and individuals frequently create new profiles with complex passwords that they are unable to remember. Intimations of solving this problem are visible through OpenID, a standard device that should allow users to have one login for all platforms, though it has yet to bridge the 'trust' gap perhaps. Alternatively, it is for some years now that computers have had built-in finger print technology, as a security device.
Other prospects This is also what explains the rise of such platforms as Twitter, which provide us with certainty about there being a real person that informs our navigation through the internet, rather than an algorithm.
The way we experience places offline is also changed dramatically by new media. Neuromancer, the definitive cyberpunk romance novel. In the two decades since
Clarke and Critcher, the Internet has more than one story to tell about how it has altered our leisure experiences. is how leisure activity can be construed as a kind of labour.
The Internet has not transformed leisure completely. Instead, its most dramatic effect has been its ability to create new questions about issues the culture industries had thought were resolved, such as the attribution of intellectual property or censorship.
There is no clean break between the Internet and these other leisure experiences, though it is frequently clear how the emergence of some new online artefact creates catastrophic consequences for other leisure forms. The sharing of music and film through such platforms as the early Napster, the more recent Pirate Bay and the newest Spotify are exemplars of this temporary system failure.
At a time of financial instability and amidst considerable optimism within the online world, one might wonder when the Web 2.0 Internet bubble will burst. It seems far too early to predict, but the collapse of the first bubble seems to have brought a maturity of expectations to online entrepreneurialism, there is a different culture of risk taking evident in how collaboration takes place. However, perhaps the most defining dimension of computer culture is its transient character. After all, the era of Web 2.0 remains difficult to isolate from previous periods of computer culture and, over the years, academics have prematurely attempted to characterize paradigm shifts of Internet use. Even the notion of social media is contested as a way of distinguishing how today's digital technology should be characterized. Yet, the transient quality of media environments may best capture the way that populations move through different environments. It might also capture the way in which specific platforms evolve and become redundant as more compelling alternative emerge. Thus, we cannot commit to the idea that any single digital platform we see today will be in use in 5 years from now. As noted earlier, Twitter's challenge to Google -which tried to buy it in 2008 for $500 million -is testimony to this idea. Consequently, the concept of transient media may be a reasonable way of describing today's media culture, as it draws attention to the fluidity of digital environments. It describes both the labour markets that underpin their development and the leisure communities that use them.
The mashing-up of data described in the title also talks to this notion, since the relevant, enduring condition of the digital space will not rely on form, but on the cultural value attached to the performative act of mashing up. To this end, the prospect of Web 3.0 has its roots in coming to terms with the transient quality of media environments and the way that institutions orientate themselves around these mobile user communities.
